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Abstract 
The children`s usage of computer and internet is dominated by some real threats that accompany them.  Beside the satisfaction 
and enjoyment derived from it, these virtual worlds could establish relationships with other people with similar hobbies and 
concerns and may even stimulate the cognitive processes. The internet presents many possibilities such as research and 
knowledge broadening. Computer games do not only stimulate the capability of discovering solutions but also a more complex 
way of thinking, the focusing power  and of course the cooperation availability. However, excessive usage of this virtual world 
may create a deviation from the reality, social absence, loneliness, depression and even cultural scorn.  
In this context, physical education and sport in general, have an essential contribution to the economic and social cohesion as 
well as to the formation of a better fitted society promoting the feeling of belonging to a mutual socio-cultural environment. 
These roles physical education has, are even more important to the categories of people who have special needs, are insufficiently 
represented in society, are immigrants, etc.. 
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1. Introduction 
In the last years, the computer has become a more and more common object in our homes. The possibility and 
the desire to send and receive information the easy way becomes superior to the concern of the phone bill. The 
news, weather, sport, medical information or online games have become more accessible and more adults prefer 
them. We have extended all these options and are capable of transmitting information, sometimes influencing our 
own children without even realising it. We show them how convenient it is to use a computer (Stetina, Kothgassner, 
Lehenbauer, & Kryspin-Exner, 2011). and at times omit to guide them through the classic learning process (e.g. the 
arrangement of the bricks or the LEGO constructions, colouring books, handwriting etc.) 
Some children would rather learn reading and writing from computer games than from books with an 
appropriate language. These children read stories on-line before going to bed instead of doing it together with their 
parents. Slowly, the gap generation becomes deeper and the computer becomes a very important factor in the 
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formation process of a child. Many parents prefer educational games to buying traditional ones and colouring books 
or with images in relief.  
Therefore many today children become invisible lost behind the computer or the television. The exception is 
represented by the toddlers younger than 5-6 years who can still be seen in parks with their parents or by the 
teenagers fond of skateboarding who enjoy adrenaline (UNICEF-Moldova, 1998). 
Activities in the open air have been substituted by the computer games. Children sit comfortably in their room 
and by pressing some buttons they pass the ball on the virtual terrain or “run after” enemies. Not even at school do 
they exercise, many of them dodging physical education. 
The realities described are not isolated cases. Some studies carried out at the beginning of the 2010 and 2012 
years show that in Romania 43% of the children aged in-between 2 and 18 do not take part in any sportive activity 
(Comisia Europeana, 2010). 
 Behind these numbers hides not only a sedentary generation but one with many health problems too. Specialists 
have proven that spending too much time in front of the computer has effects on the level of concentration, the level 
of aggressiveness, isolation, etc. 
The British Trevor Baylis, has launched a notice in the view of psychical development of the ‘Google 
generation’. According to it, as an effect to the time spent in front of the computer, children and teenagers lose their 
creativity and some other primary abilities. The American Academy of Paediatrics (Reisenburg, 1998) recommends 
that children younger than two years should not be allowed to watch television, and after this age, through the whole 
scholar years their time in front of the television, computer, etc. should be restricted to a maxim of two hours. Some 
scientists say that at least until they reach the age of 5 or 6 years old, when the first essential period of development 
of the brain ends, children should be kept away from all these machinery. 
 
2. From children`s need for computer to fascination and dependence 
 
Usually, children sit in front of the television between one and three hours a day, preoccupied with diverse 
activities: school homework, on-line chatting and games. Even parents encourage their children to sit in front of the 
computer from early ages as two or three years. However, out of an educational and entertaining object, the 
computer can become self-destructive for unsupervised children, especially after they learn how to read and write. 
When children`s interest for computer arises, in the period prior to school, they do not make a difference 
between what is real and what is unreal. They become scared by monsters in movies, tales and games as well as by 
spiders or dogs around them and feel threatened by real threats as well as by unreal ones. 
Therefore a certain game can induce the children anxiety (Cristina Calarasanu, 2010) which they cannot put into 
words but in certain manifestations (dreams, crying, nightmares or phobia). What this means is that the games brings 
to the surface existent feelings but which, the children, did not know how to express (fear, hatred, fright). 
The children may lose themselves in the virtual world, which they cannot anymore tell apart from the real one, 
even after they shut down the computer (monsters showing up in closets, ghosts, spiders trying to eat them, bad 
people trying to hurt them). These creatures represent their inner world, children dream about them, read about them 
in tales, and in fact they symbolise the experiences they cannot face. These manifestations are the embodiment of 
the negative feelings, aggressiveness, envy or fright. The concepts of time and space are still unknown to preschool 
children. They can hardly make a difference between here and there, now and later or before and after. 
Games, dreams, tales; all unfold a well-defined time “It was once upon a time..” which does not allow the pre-
establishment of a succession, in which events can be revived, where is no end and no beginning. This is where the 
fascination of the game which can last forever and take you through all places and times begins, producing a 
confusion between the virtual and the real  time. 
As a consequence, children may refuse to stop playing at the computer, their wish to play is continuously born, 
they refuse to go to bed or eat. In fact, they do not succeed in getting out of this “game mood” which totally absorbs 
them. 
On the other hand,  children need this imaginary world and the transition from reality to the imaginary world and 
vice versa represents a necessary training which helps them succeed in differentiating these two realms. Before, 
when parents used to read tales to their children they explained that the wolf in the tale could not actually come out 
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of it and eat them. The difference is that the game on the computer seems much more real than the lines in a book or 
its images. 
The most problems appear owing to the fact that school and homework do not represent a priority reported to the 
time spent in front of the computer. It is about distributing time, organising activities which are necessary and which 
children enjoy most. 
Children do not have the ability to balance what they have to do and what they wish to do yet and this means 
they can easily use more time for computer games than for homework. “Just a little more!”, “I will get down to 
homework as soon as I finish this game” or “I cannot stop now!” represent a source of arguments with parents. They 
try to restrict the time children spend in front of the computer, make up a schedule and make the children respect it. 
Everything turns into a fight in which parents wish the best for their children, and the children defend their time 
invested in computer games. What puts the parents in a position of dispute is their decision to vehemently oppose to 
the game, to criticise it, to forbid it. In this position, children feel obliged to defend their investment, to protect what 
they have built and not let their “new” world be destroyed so easily. 
 
3. The consequences prolonged time in front of the computer has 
 
At physical level: cardiac problems (due to lack of exercise), breathing problems, faint sensations (due to the 
lack of oxygen at the brain`s level – the more we exercise, the better oxygenized our brain is and confers us a better 
state of mind and body), obesity, problems at the level of the spinal column (many a teenager go to the doctor`s 
because of back pains or its suffering modifications). The eyesight does as well suffer and require the intervention of 
a specialist.  
At psychical level: the attention is being overburdened (some studies show that the use of internet has, as a 
consequence, the diminution of attention); researchers say that spending too many hours in front of the computer 
restricts many cerebral functions and thinking is not practiced enough. Certain brain areas are activated more 
frequent while others become idle: the self-esteem lowers; children become more sensitive and vulnerable in front of 
dangers on the internet, the fright of socialisation and of public exposal appears, they make themselves noticed by 
diverse acts of anxiety (Griffiths, 2009). 
At social level: teenagers become isolated, their social intercourses diminish and, therefore the number of 
occasions in which the children can practice their social abilities, the perception of others` intentions becomes 
distorted. 
At behaviour level: they communicate more through the instrumentality of the computer than with real people, 
they become withdrawn, the frequency of physical exercises diminishes, they eat more. 
 
4. The importance sport has reported to children 
 
The best way to avoid Internet dependence is to develop and maintain as many relationships in the real world as 
possible  (WYG International Ltd. 2007). The participation in diverse sportive activities may have great benefits for 
children. To maximize the positive effects sports have upon the children`s health it is important to find a balance 
between the children`s needs and wishes. 
Physical activities developed in an organised way as part of a group or of a sportive club represent the 
background where children can develop their communicative abilities and intercourses (De Roiste & Dineen, 2005). 
In this way, children build up relationships, communicate with other children, teachers or instructors, learn specific 
behaviours and acquires adaptation and integration abilities. Intercourses with other people help children mould 
their character for the challenges as an adult. 
 Sport helps children develop from the intellectual point of view too. In this way, children are stimulated to 
develop their aptitudes and optimize their emotional reactions (they learn how to earn their affective autonomy and 
control their own moods).  Abilities such as self-control, emotional stability, trust their own powers or initiative 
represent the benefits of physical exercises as well. It has been statistically proven that results in the sportive field 
positively correlates with the performances in the intellectual field. 
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At first, at early ages, sport does not have to be presented to children as a way of entertainment but strictly 
through its creative-social value. Eventually, after the age of 10, sport has to be presented as a game with rules and 
standards and has to be looked at in the light of the value of the competitive spirit. 
This measure develops the need for performance of the future adult. Sport, especially the one of performance, 
represents the ideal background for the development of the children`s personality (by abiding to certain rules and 
standards). On the long term, these rules will be transferred in the future adult`s life (Nelson & Woods, 2007). He 
will learn respect; will develop his ability to tolerate and to integrate in a group. 
 Another advantage the practice of a sport from early ages has is the fact that it gives children a constructive 
occupation. When children are very energetic and have time at their disposal, physical exercises are recommended. 
They can be, many times, introduced in the children`s daily schedule as games. They activate and develop the 
creative resources of children, make them feel valuable and represent a constructive occupation of time. Most times, 
physical exercises represent the perfect background, in which the young feel at ease, games being the most beloved 
activities. 
 
5. Which sport should we choose? 
 
Before choosing a sport we need to make sure that it is appropriate to the age and morphology of the children so 
that physical exercises should be adapted to their muscular and osseous resistance. However, we must take into 
account their personality as well (Stănescu, 2006). For example an energetic child will be orientated rather towards 
swimming, tennis or cycling than towards handball, volleyball, basketball or rugby which are recommended to shy 
children, helping them assert themselves (Office of the Minister for Children and Youth Affairs). In essence, no 
sport is better than other and the range of options is great. Here are some of them: 
Dance. It stimulates attention, rigour and will, children`s musculature develops harmoniously. Both boys and 
girls become lithe, practising either modern dances or classic dances. 
Gymnastics. It is a well-balanced sport, sometimes individual, other times collective and is aimed at children 
with  
 lust for competition. It develops poise, musculature and resilience. 
Notation. It stimulates resistance and breathing, representing a kind of therapy for children suffering from 
asthma. Putting the body`s musculature into movement, swimming encourages the growth of the functioning 
capacity of the lungs. Because it is a kind sport it is recommended to children with osseous problems such as: 
scoliosis, growth problems, etc. 
Athletics. Running, jumping, the obstacle race, the relay race are only a few of the branches which define this 
sport. By practicing it, children do not run the risk of getting bored. When it comes to advantages, athletics allows, 
before everything, a good oxygenation, rises the rhythm of breathing and resistance, stimulating in the same time 
muscular development. 
Judo. Pure art of self-control, this sport inspire children the values of a healthy life. Friendship, courage, 
modesty, the harmony between body and spirit and respect towards the opponent are only a few of the morals 
promoted by this sport. By practicing judo, children develop physically and moreover get accustomed to self-
defence. 
Fencing. Even though it is a less popular sport, it is ideal for those who want to develop their accuracy, analysis 
spirit, their concentration ability or energy canalisation. 
Football. It is ideal for children full of energy, who develop in this way not only their team spirit but the ability 
to observe of the rules and decisions, the referee makes, as well. 
Tennis. It is a sport right for children with a competitive spirit. It develops self-trust, anticipation and a good 
physical and emotional self-control. This sport increases the power of concentration and stimulates breathing. It is, 
however, very applicant in terms of musculature and articulations. 
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Conclusions 
 
 A computer is not something bad. In the contrary, it offers access to information and entertainment. Children 
and teenagers are most inclined to become addicted to the computer owing to the lack of maturity and incapability to 
set down their priorities. This is why, parents and not children, have to decide who and how long uses the computer, 
what games should be installed and which sites should be visited and which not. 
The identification of the problems is the first step towards healing the child addicted to computer. After that, 
taking into account the personality of the child, an out-of-school activity has to be found which the child should 
enjoy: dancing, building aeroplanes, playing the piano, etc. Sport and physical activities are beneficial to the health 
and to the organism`s resistance. Moreover, it positively influences the psychical and social development of  
children. In most cases, children who practice diverse sports are friendlier and more sociable, having a higher self-
esteem level. 
Sometimes, however, parents` love and affection are not enough to cure the dependence of computer, which is 
similar to drug addiction.  In this situation the help of a psychologist should be requested (Skinulis & Shapiro, 
2002). 
References 
Beck, L.F., & Greenspan, A.I. (2008). Why don’t more children walk to school? J.Saf.Res.,39(5), 449-452. 
Comisia Europeana, Drepturile copiilor, asa cum le vad ei. (2010). Oficiul pentru Publicatii al Uniunii Europene, Luxemburg. 
Calarasanu, C. (2010) Copilul meu si realitatea virtuala, 14 Octombrie 2010. Retrieved from www.ziare.com. 
De Roiste, A., & Dineen, J. (2005).Young people’s views about opportunities, barriers and supports to recreation and leisure: A research report 
by Cork Institute of Technology on behalf of the National Children’s Office.  
WYG International Ltd. (2007). Educaţia incluzivă. Seria de ghiduri: Acces la educaţie pentru grupuri dezavantajate. Editura Didactică şi 
Pedagogică, R.A., Bucureşti. 
Griffiths, M. D. (2009). The role of context in online gaming excess and addiction: some case study evidence. International Journal of Mental 
Health Addiction, 8, 119-125. 
Hai să comunicăm. Manual pentru persoanele implicate în lucrul cu copiii care au dificultăţi de comunicare. UNICEF-Moldova. (1998). 
National High Blood Pressure Education Program Working Group on High Blood  Pressure in Children and Adolescents. (2004) Fourth report on 
the diagnosis, evaluation, and treatment of high blood pressure in children and adolescents. Pediatrics, 114(2), 555-576. 
National Opinion Research Center. (1999). Gambling impact and behavior study: Highlights. Retrieved from 
http://www2.norc.org/new/pdf/high.pdf. 
Nelson, N.M., & Woods, C.B. (2007). Engineering children’s physical activity: Making active choices easy. Municipal Engineer, 160(2), 103-
109. 
Office of the Minister for Children and Youth Affairs. (2007). Teenspace: A national recreation policy for young people. 
Skinulis, K., & Shapiro, S. (2002). Cum să devenim părinţi mai buni. Ghid practic, Editura Humanitas, Bucuresti. 
Stănescu, A. (2006). Sănătatea, un drept vital al copilului. Bucureşti, Editura Printek,  
Stetina, B. U., Kothgassner, O. D., Lehenbauer, M., & Kryspin-Exner, I. (2011). Beyond the fascination of online-games: Probing addictive 
behavior and depression in the world on online-gaming. Computers in Human Behavior, 27, 473-479. 
Young, K. (2009). Understanding online gaming addiction and treatment issues for adolescents. The American Journal of Family Therapy, 37, 
355-372. 
